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HINTS. 



Gaylord's Puzzle 

Gaylord offers his help, but only if you are prepared. Zandar gives you 
information about what it means to be prepared. Don't forget a reward for 
Gaylord. Make sure you have everything you need. 



2. Lolly can give you a hint about Gaylord's reward, if you need it. 



3. Colonel Gaylord will know if you are prepared, but you will have to OFFER his 
reward to him. 
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HINTS 

A Visit with Tor 

I . First you need to find Tor. TALK to everyone, including monkeys, to get clues. 



2. What do you need in your inventory to get to Tor? Where and how do you get 
it? The right amount is important. 
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HINTS. 



A Treasure Hunt 

1 . You will need a special tool for your hunt. Harry the hermit can help you. What 
does Harry give you? 



2. Use Harry's reward for a job well done. Try new commands. What do you find? 



3. Use the true clues and the commands COUNT and MEASURE to locate the 
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HINTS. 



Wella s Puzzle 

1 . Maria knows some important information that you must have to solve this 
problem. Use ASK. Record what Maria tells you. 



2. Record what you find out when you MEASURE and COUNT the bundles. 



3. Find out what Wella knows about llamas. Record this information. 
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Hints for Finding Water 

What does Peter on his Perch say about finding safe water? 



Where is the safe water? 



What commands put water into the bottle? 



Did you run into bad water? What happened? 
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STORY NOTES 



Samara's Puzzle 

You cannot explore all this land on foot. In fact, you will have to find another way 
of traveling to get to Samara. Samara and her people trade animal hides and fish oil 
for food from the mainland. Samara is likely to ask you for help. 

Gather all the data you need, before trying to solve her problem. If successful, you 
will receive a valuable trading item. But, if you fail, beware! Samara has quite a 
temper. 

1 . Record the important details about the journey to Samara. 



2. Record the information you get from Samara about her problem. 
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STORY NOTES 



Maze Secrets 

In the ruins there is a maze filled with mysterious messages. Proud Peter, and 
someone near the maze, will be happy to give you hints about these messages. 

When you find the maze, be sure to map it carefully— not an easy task! To discover 
the maze secrets, you may have to leave the maze to find an object. Some of the 
most helpful people in this adventure are interested in numbers, especially primes. 

I . Record all the information you find about the maze and hints about the writing 
in the maze. 



2. Record the maze messages. 
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STORY NOTES 



Wella s Puzzle 

Wella and his llama are in business with Maria. They harvest reeds from the river, 
bundle them, and take them to Armando. Whenever Wella gets to the rickety old 
bridge, he stops in confusion. Since the length of the reeds is different each time, 
he is always uncertain about their weight and about how many bundles the llama 
can carry across without the bridge breaking. 

You can help Wella for a reward, but you will need to collect several pieces of 
information. Remember the command ASK, and be sure to visit the bridge before 
giving Wella your answer. 

1 . Record the problem. Include all the information you have. 
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Getting Started 



You can also ASK about things. Being curious pays off! The ASK command has a special 
format, typed this way: ASK MARIA ABOUT REEDS. 

To trade something you have for something you want, use OFFER. For example try 
OFFER BEADS TO PACO. 

Keeping Track 

These system commands help you throughout the game: 

TEXT SAVE 
PICT LOAD 

If you type TEXT, the screen will show only text. This allows you to see whatyou have 
entered for the last few moves. You can return to the picture screen by typing PICT. 

It is important to use the SAVE routine before you turn off the computer. With this 
option you can save the game you are playing. Then later, you can LOAD your game 
back into the computer and conti nue. You will need a blank disk initialized with 3.3 
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Welcome to 

In Search of the Secret Stone 

In this adventure, you set out on an expedition to find the secret stone, a rare gem 
of great scientific value. You parachute into an unknown land. As you descend your 
backpack breaks loose, scattering your equipment. You are relieved to see that 
your water bottle is safe, as you land on the rim of an old volcano. The stone is 
reported to be somewhere in this area, but where? 

Your first task is to make a map of the area. A good map will help you move around 
quickly as you search for the stone. While mapping, make notes about the location 
of anything that seems important. As you get to know the people and animals at 
each location, many of them can help you in your search. 

You will soon discover that the water level in your bottle is going down. You will 
need to locate a supply of safe water. By talking to characters near the volcano 
rim, you can get helpful information about safe water. 

Once you have a map and know the location of safe water (there are several 
shortcuts to this water), explore each location carefully. LOOK at each location, 
TALK to the people and animals, and LOOK at objects. As you find items that might 
be useful, TAKE them with you. You may run into trouble and even lose some 
items, but you can usually recover them by looking around carefully. 
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A Few Words of Advice 



Keep a record of all the information you collect and watch your water supply at all 
times! If you get into trouble, you may lose some of the objects in your inventory. A 
careful search of the immediate area may yield results! 
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2. What information and/or object(s) do you need? Record data as you collect it. 
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The Treasure Hunt 

There is hidden treasure in the land of the secret stone, and a special tool is 
needed to get the treasure. There are two crazy hermits in this adventure. They are 
brothers and are both very fond of numbers. One of the hermits can help you 
locate the tool. Get the tool and the maze secrets and you will be ready to uncover 
the treasure. 

Record the data you collect as you search for the treasure. 
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3. Record the rest of the data you collect. 



4. If you are successful, what do you receive? 
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Hints for Collecting Objects 

Objects that you collect are stored in your INVENTORY. Type INV to see what you 
have now. List the objects: 



Explore the Nest by Stream for something hidden. What do you find? 



Try to find a command to put the object into your inventory. What works? 



Type INV again. Is the object in your inventory? 
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4. Pedro at the bridge can give you another piece of the puzzle. Record what he 
tells you. 



5. Now put all the numbers together. (Remember, there are 16 ounces in a pound.) 
How many bundles of reeds will you tell Wella to load on the llama? 



6. Right or wrong? What is your reward? 
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4. Did you get the treasure? How much? 
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3. When you reach Tor, use TALK and LOOK. Record everything he tells you, 
because this man is very wise. Also be sure to LOOK at everything he has to 
show you! 
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^'^'^ Gorf's Puzzle €HBBi^ 

I . OFFER Gorf what you have brought for him; then he will present you with a 
puzzle. What does he tell you? 



2. What is a palindrome? 



3. To find the solution, you will need to explore Gorf's caves. In each cave, TAKE 
TEMPERATURE, WEIGH JAR, and MEASURE CAVE. Then add the numbers 
together for each cave. One of the caves contains the solution. You are almost 
to the end of your search! 
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